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f fy ~ N - You “buy” tanks, infantry and support units 

i ‘. J (such as artillery and anti-tank guns). 

RR iar - Z The ultimate objective of the campaign game is 

} . ger ree to fight — and win — as many battles as possible 

before the war ends. If you suffer heavy losses 

Or zoom tn for a tactical view during one battle, it will take a long time for you 

} of the same battle. to replace and upgrade your forces before you 
can fight the next battle. 
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NO. WEAPON SHELLSIZE PEN ACC RANGE INFATTACK AMMO 
ame IRE REEL aT DW YARDS 
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40 75L18 4 6 4 30 5 80 
41 75124 4 6 5 30 6 
42 75L31/M2 4 9 8 40 6 
43 75L28F 4 8 8 50 5 
44 75L34 4 10 10 40 5 
45 75L38 4 10 10 40 5 
46 75L43 4 13 15 50 5 
47 75L48 4 14 16 50 5 
48 75L70 4 19 20 60 5 
49 76L26 4 5 5 25 5 
50 76L35 4 8 8 30 5 
51 76141 4 10 12 40 5 
52 76L51 4 13 15 50 5 
53 76L54 4 iRea"p 40 5 
54 77L49 4 Rte) 5. 50 5 
55 75L55 = 20 14 50 1 
56 81 MORT 3 0 5 55 6 
57 82 MORT 3 0 10 50 6 
58 85L53 5 15 12 50 6 
59 88 FLAK-18 5 155-020 80 6 
60 88L56 5 Were 1K) 60 6 
61 88L71/KWK 5 eee Srl) 60 6 
62 88L71/PAK 5 ed 74) 60 6 
63 25 PDR 5 0 6 140 6 
64 90L50 5 19-14 60 6 
65 90L53 5 Sie a2 60 6 
66 152L20 wipe 0 4 30 9 
67 95 HOW 5 0 5 40 6 
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(1-8) Move cursor. 

(9) Display current score. 

(0) View terrain only. All units are cleared from the screen so that the underlying 
terrain can be seen. 

(A-S) Select unit. Press the formation letter followed by the unit number. That unit 
will become the current unit and you will be placed in the Unit Menu. 


(U) Get unit at cursor position. The unit at the cursor location will become the 
current unit and you will be placed in the Unit Menu. 
(V) View. All squares that can be seen from the cursor location will be inversed. 
(W) View mission objective. All squares in the mission objective area will be 
inversed. 
(X) Exit Orders Phase. 
(Y) Inspect stack. The type of the next unit down in the stack will appear at the 
bottom of the Map Menu. 
It can then be accessed with the U key. 
(Z) Toggle maps. The map changes to whichever (strategic or tactical) is not in 
use. 
() The score is displayed and the game will end. 
(*) Places all units on a side under computer control. In Deployment, this key 
Digs-in all units. 
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Decrease message delay 1 increment. 

Increase message delay 1 increment. 

Orders. Go to an Orders Phase at the end of the current Combat Phase. 
Toggle pause. When first hit, will stop the action; when hit again, will 
restart it. 

Toggle sound. Turns sound on and off. 

View terrain only. All units are cleared from the screen so that the underlying 
terrain can be seen. 

Toggle maps. The map changes to whichever (strategic or tactical) is not in 
use. 
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QUESTIONS OR PROBLEMS: Our main business telephone 
number is (415) 964-1353. We also have a Technical Support 
Hotline number: (415) 964-1200, which-you can call if you 
have problems with your disk or need a clarification of the 
game/rules. Both numbers can be called every weekday, 9 to 
5 Pacific Time. 
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(c)*@ Cancel orders. All movemen 
(D)"*@ Debark passenger(s). 
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Move cursor. derlying terrai 
4 i d from the screen SO that the underlying train can be seen. 
View terrain only HQ is not the current unit, it will become the current unit. 


Go into All-Units mode. i 

You will be able to issue certain orders to ie wine aaa 

Bombard. The cursor Jocation is the targe square; 3 [ t 
i dministrative delay before firing starts will be listed. 

available to bombard and the a Wn Sete i be iste 


t and bombardment orders ass! e 
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unit is the spotter. Those units 


If the current unitis a Vv 


r, then on it will unload. : 
nge ly ii be asked for the formation and number of aunit 


current unit is a passe \( 
you wi 


Embark passenger. When given toa vehicle, 
to be loaded onto the vehicle. 

Change unit's facing. Use the directions of the movement compass. ; 
Rally. When an HQ unitis ordered to rally, it will attempt to halve the suppression value of all 
subordinate units within its rally radius. It costs one order to press the rally key, and one order for 
each unit rallied. , : 

Find units HQ. The next superior headquarters unit becomes the current unit. 

Inspect enemy units. Allenemy units that can be seen by the current unit will be shown sequentially, 
The current unit can choose one of them as a target by pressing the T key when the desired enemy 
i d. It costs one order to designate a target. 
Toggle computer control. Places a formation under computer control or removes it from that control 


if already under computer control. ; : 
Infantry smoke. An infantry unit can be ordered to lay smoke in an adjacent square. 
Locate. Moves the cursor over the current unit. 

Move unit. The unit will be ordered to move to the cursor 


chosen for it. 

Next unit. The next unit in alphanumeric order will become the current unit. 

Display units movement objective(s). Moves the cursor to the location of the movement 
objectives assigned to the unit. Its state will also be shown. 

List units passengers. All units loaded aboard the current unit are listed. 

Range. The maximum firing range at which the current unit will automatically select targets can be 


changed. 
State. The state of the current unit can be changed. 


Show units target. 

Infantry assault. The current infantry unit will assault the enemy at the cursor location. 
View. All squares that the current unit can see will be inversed. 

Weapons Page. The current units Weapons Page will be displayed. 

Exit Unit Menu. Return to the Map Menu. 

Center screen on unit. 

Toggle maps. The map changes to whichever (strategic or tactical) is not in use. 


location. An advance state will have to be 








Notes: 
@ =Can be done In All-Units mode. 


* = Costs an order. 
«* = May cost more than one order. 
***_ Costs an order If an enemy unit ls targeted during an Inspection. 


QUESTIONS OR PROBLEMS: Our m: 

telephone number ts (415) 964- Sees a a 
Technical Support Hotline number: (415) 964-1200 
which you can call if you have problems with your disk 
or need a clarification of the game/rules. Both num- 
bers can be called every weekday, 9 to 5 Pacific Time. 


STRATEGIC SIMULATIONS, INC. 


1046 N. Rengstorff Avenue 
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